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It might look like basketball, but take 



Vinnie and the 

rest of the 

ARCH RIVALS, 



This of Iterol seal is your assurance ihcr Nintendo’ 

has reviewed thus ptoaucr and mat m has met our 
standards tar excel e-nce in workmonsh.p, rejiabqliiy and 
entertainment '.■a.ue Always loc* for this saol when 
buying gomes and ■accessaries to ensues complete 
compatltiillly iwilh your Nintendo Entertainment System' 

Ninrendc’ end Nintendo Enter loin merit System* ore 
hodemarJo of Nintendo of America Inc 
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t won't take you long to figure 
out that this is not "finely tuned" 
professional basketball we're 
talking about here, Yes, ARCH RIVALS 
has highly skilled teams in colorful 
uniforms..,and yes, it even has 
emotional” coaches and bouncy, 
energetic cheerleaders. Oh, and 

let's not forget those basic 
points" of the game like shooting, 
passing, rebounding and 
all-round ball control. 


It's got all of that as 

well, but 

what it 

doesn't 

hove is fouls. 

You'll never see a player at the foul 

line.,.si nee the ref probably never 
sees the players at all! His eyesight 
is so bad that when he runs up 









So let's get the brawl rolling' 


and down the court, all he really 
does is get in the way and tri 
up the players. Actually, this guy 
wouldn't know an uppercut 

from a pick and roll if it 
hit him on the chin 
(which it does, 
occasionally). 


No, this certainly isn J t 


professional basketball,,, 
but who needs all of those 
silly rules and regulations 
anyhow? This is much 
more fun! 


























READY OR NOT... 


LOADING 

1. Make sure the power switch on 
your NINTENDO* control deck 
is OFF. 

2. Insert the ARCH RIVALS® 
cartridge as described in your 

NINTENDO ENTERTAINMENT 
SYSTEM® manual. 

3. Turn the power switch ON. 

You'll first see the ARCH RIVALS 

credits screen, then the title screen. 
Press the START BUTTON to get to 
the player selection screen. 
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TO CHOOSE TEAM NAMES 
AND UNIFORM COLORS 

Press the B BUTTON while you're in 

the selection screen. 




















1 OR 2 PLAYERS? 


Press the SELECT BUTTON to move 
the blinking arrow. 

START GAME OR 
VIEW INFORMATION? 

AN of what you need to know to 

pJay ARCH RIVALS is available right 
on the screen. 

To view information, press the 
A BUTTON. You'll find separate 
screens that outline the following 
phases of the game: 

* How to Execute Defensive Moves 

* Defensive Game Strategies 

* Executing Offensive Moves 
- Offensive Strategies 














Each ARCH RIVALS team is made 
up of 2 players, You control 1 
and the computer controls 
your teammate. 

There are 8 different players to 
choose from for each team. They 
all offer different skills and abilities, 


To sefect the player you want to 
control, press the cross-key arrows 
until the selection arrow points to 
that player. Then press START. In a 
2-piayer game, player #1 selects 
from the team on the left and 
player #2 from the team on 
the right. 























TYRONE 

When this guy 
"blocks the lane/' 
he really "blocks 
the lane/' No one 
gets by Tyrone 

without first 
receiving an 
elbow or fist in the face. 



VINNIE 

They don't come 
much better 
than Vinnie. He's 
got greof boll¬ 
handling abilities 
and he's a real 
team player. 
Sounds too good to be true! 
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HAMMER 

This guy can nail 
them from any¬ 
where on the 

court but you 

take a pound¬ 
ing when you 

challenge 


him under the boards 





















































LEWIS 

Mr. Technique. Mr. 
Smooth, Mr. Moves. 
His mother is the 
only one who still 
calls him "Lewis." 
(Boy, does he hote 
when she does.) 



SLADE 

The fans love him.,. 
And so do the 
cheerieoders. He's 

the original shot- 

maker/ heart- 
breaker. Not a 
bad guy to have 
as your teammate - especially 
when his admirers are too many for 


him to handle alone. 



MOHAWK 

This maniac doesn't 
care who he has to 

run over - as long 

as he runs to the 
hoop. Don't mess 
with his hair, though, 

or hell hand you 
his own type of technical foul. 




ably sink 


REGGIE 

He was the All- 
Stars' All-Star at 
one time. But that 

was 10 years ago. 
He still has the 
"touch" though 
and could prob- 
with his eyes closed.., 


and it sometimes looks like he tries. 
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THE CONTROLS 


Note: The following Information 
is also available on-screen by 
pressing the A BUTTON when In 
the SELECT NUMBER OF PLAYERS 
screen. However if you need to 
refresh your memory while 


DEFENSE 



MOVE AROUND COURT 


STEAL OR PUNCH 


activity on the court (or maybe 

you're just in the middle of 
receiving a "right to the jaw'], 
please refer to the following: 


OFFENSE 


PAUSE 


SHOOT/ 

TEAMMATE 


SHOOT 



MOVE AROUND COURT 


PASS/ 

TEAMMATE 

PASS 




























































DEFENSIVE MOVES 

To jump - Press the A BUTTON. 

To steal or punch - Hold down 
the B BUTTON, face your opponent, 
then release the B BUTTON, 

To lunge - Hold down the B 

BUTTON and tap the A BUTTON, 

To grab a rebound - Get to the 

ball before anyone else! 

OFFENSIVE MOVES 



WITH THE BALL: 

To shoot - Press the A BUTTON. 

To pass - Hold down the B BUTTON. 

To “fake out” your opponent - 

Hold down the B BUTTON, then hit 

the A BUTTON, 



To tell teammate to shoot - Pres 
the A BUTTON. 

To tell teammate to pass - Press 
the B BUTTON, 

To grab a rebound - Jump by 

pressing the A BUTTON. 
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Between quarters [but not at the 
half) you'll be treated to airings of 
COACHES CORNER" — sponsored 
by British Knights athletic footwear. 
Pay attent ion to the ti ps g i ve n 
during these features. 
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At the end of the game you will 
have a chance to view your actual 
post-game statistics and see how 
well you really played. 























































Remember; winning i$n t 

everything. Self-improvement is a 

big part of what makes all the 

ARCH RIVALS better people... 


WHICH WAY DID HE GO? 

When one of your players Es 

positioned off the screen, an arrow 
will appear showing where he 

is located. 

Learn to pay attention to these 
arrows. They are a big help in a 

fast-paced fast break style 
of game. 


OK, OK, Let's cut the baloney. 
Winning is everything far the 
ARCH RIVALS. But statistics are 
still a cool feature, 




12 






















TIPS FROM THE COACH 


• Remember, in ARCH RIVALS there 
is reolly only 1 rule and that is: 
there are no rules. Just do 

w hatever it ta kes to wi n. 

• Follow the control movements 

given to you in the instructions, 
Then experiment on your own. 
You might surprise yourself (and 
your opponent) with what you 
come up with. It's all in hitting the 
right combination of buttons at 
the right time. 

• Fast breaks could break the 
game wide open, When your 
teammate has the ball, try 
running off the screen, towards 

the hoop, and call for o pass. 
Then check out what happens, 
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Don't just ploy your favorite Acclaim 
games, .wear 'em:' T-shirts are high qualify 

50/50 and come rn adult sizes only, 


SEND 


: Acclaim Special Offers, P.O. 
Dept. AR t Westbury, NY 11592 


7060 


GTY 


S M L XL EACH 


Na?C T-Shirt 


□ □ 



□ 



.95 



Acclaim T-Shirt □ □ □ □ $11.95 



Kwirk T-Shirt 


□ □ n n $1195 



Acclaim Cap one size fits all $795 

Total Enclosed 



NAME 


ADDRESS 



STATE 


ZIP 



i 


girow $ 10 week* d&Iiitfi* y, Sand Ctmc k ar n^aney ordef (no coihj. 1 -Shir h adulF saes only 
This- ofrer valid in U5 & Canada amV- Void where proiiibifed U 5 Funds onf* llwm nx?y vary nliah1«y 
fromi 'dShdlians. Good onfy wh -e fcippliei loH NdrC 1 c 1908 Willrams f^cirft-nic Gam^s. Inc 





































ACCLAIM ENTERTAINMENT, INC. LIMITED WARRANTY 

. t, '] 1 J l1nln '' Tier|1 - lnc IAE:r:!aim) warrants to original purchaser only of I hti Actfoim sof (ware prod jcl that the medium cr 

15 re ™ [ded |S fr ^ tr v™ delects n materials and workmanship tor a period of (9Q) cays from m e 

SS 0( ] v kipd n ^ jt1ln 9 tom use of this progrqm. Acdoim agrees Joe a period at nlneiy {90) days to 

4 g eaSr'i!||) t SirJS ofgSlSTy ° cartridge, tree of charge to rhe original ourchcjar (e*c&pt far ihe cost of reluming 

l tils wcrranly is ro* apfnooole lo r, ormai wear and leer T-ha warranly shall not be aoptlcoc’e and shnii po vo■ a i? aefecr ii rhe 
£ pS £ r ! a? ? awn S n r "! d l t a, V !■ ^’MSOHOble use. mtstreaimenr or neglect THIS WARRANTY 5 IN LIEU Of All 

5*3* INCIDENTAL OR CCMEQUMTlAi DAMAGES RESUUINO FROV PO^ESSJON Gsf Sb MAI r NCltfrnF ih«KM i/“ N 


SOFrWAfiE PRODUCT 


eonSftiiStS SSriS ii^'icVjns as lo hc-w Iona on Implied warranty Iwts and.'or exclusions or llmttatloru of incidental or 
fights, and You may aisc hove other rights which vary from store ra stele ¥ v g ¥ g yOLJ speC!nc 

ia ^wSoa n n oi b'e^re°Im SS ° b ^ ^ ^ srtBnt ^ p ™ icr ' 01 rilS wcrrartt * ls prohibited by any federal, srure dr municipal 

COMPLIANCE WITH FCC REGULATIONS 

- ,!n r ? f ^ s Q T d LS&i rudiG ! «*^ncy energy ar-d if noi inslolied ana used proper^ Ihcf u, m strict accordance 

comply with the mi^ for a Clots B computing device h accordance wiiln (he specifications in Sutpcrr J o) Pari is otFCC R-jtes 

Ml d^n S P'ovde reosonaosu protection against such nterference rn □ resiaenirai InsloHatlon However, there *$ no 

^jarcr.me ihdTlnfeffsrurde w h ^of occur Jn a parlrcular irestairation. If this equipment dees cause infer ferenco lo radio or television 
S ,? C ! Cc,r De determined by turning ‘he equipment op a-d an. !ne user is oncoucxied to ii v and ccirecTlhe 

lnlerfiefer,ce by ane or motfe or the following measures 

- Roorient Ihe receiving antenna 

- Relocate the NES wim respect lo the receiver 

- Mave the NES awoy from the receive; 

ivjg Iho NES -nto c differenl cuiiet so tnai ihe compuler and iecelver ore cn different circuits. 
fnhJ^Sh^infr^ ^ S S n 1 ? ^ r 'l ul L ari fl pari ^nced radiohele^n technician for odditlonol suggeitions The user moy find iha 

PfOtrf^ms, Thu baojclef« ovoiiabto from* Ihe U.S. Goyernmenf PrinHng Office.. Wosfiingion, DC 204D2. Stock No 004-DC-0-DD34S-J 

Acclaim Hotline (516) 624-9300 

□isfributed ond marikefed by Acclaim Enterfalnmentf, Inc. 71 Audrey Avenue, Oyster flay N Y 11771 

ono ifoctemark of ivfWwcy Manufacturing Company AectaUri^ and Masters or the Gamer gi^ 

n? d r5Si $ pS^ n c EJiSS? 1 ? rd N>ntendo Enrerlainmenl Sysfem s ore trademark of Nintendo oi America 

me, Game Pak nNFS^GP flplwO Acclaim Enle rtommenl. inc. Mode in Japan 
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Do not use a front or rear projection television with your 
Nintendo Entertainment System 0 (“NES T1 ) and NES games. 
Your projection television screen may be permanently 
damaged if video games with stationary scenes or patterns 


are played on your 
occur if you place a 
your projection 





television. Similar damage may 

or pause. If you use 


on 




with NES games, Nintendo will not 


be liable for any damage. This situation is not caused by a 
defect in the NES or NES games; other fixed or repetitive 
images may cause similar damage to a projection television. 
Please contact your TV manufacturer for further information. 
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HO ONE HAD THE GUIS ...UNTIL HOW 
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■ 1 & 2 player simultaneous 

action 

• 9 super-arcade levels 

■ Second player can join 

in anytime 
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Ninlftndo 


t« n i & * r rj i n m u n 1 Inc 

Masters of the Game 
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printed in japan 



















































